UFO 

The object of the gome m to destroy oiixroft ond (onto cesors, *>ey 
attock your i.pocmHp. 

* 1 pfa) W J 1 6 gam* lewis increasing dflicuhy. 

• The fin button ocivata tK* spocWip ond fines shots. Move the 
joy pod forward or bock to mows the spa cecr aft up or down. 



Fun with Numbers 

Thb gome presents oddrtson, subtraction, ntuhip&colion and dtvbion 
proMem*.. 

• 1 ptayar; gamei 1 & 5 oddrtom; ? & 6, tubncion; 34 7, 
murupteotion; 4 4 8. cEviaon. 

• Mow ihe joypod forward or bock lo cycle through numbers 0-"9. 
Move ibe joypod left or right to mow the ontwer tne*. Pntss the fing 
bvlton to record your a rawer. Musical tunes .r> (cots whether your 

■r ii right or wrong. 






Flag Capture 



The object of thb gam* b to find thetouan» that contorrn the flog. 

• l-2pfeyon 

• Garnwl— 4, ? p4oy«r«corrip«tolOitMwhoo3ncoplural5flogi 
fin?. Garnet 5-7, 2 ptoyan compele to mc who coptum flm moil 
fVsp* to 75 leconds. Gairm 8- 10. I piaytr oi par games 5-7. Uwi 
^"foypod to mow ocTDM <ht rquorak Puih the fire button to ton tf a 
square COitoioi the Hog, Nnta to the (togs location (on arrow cSrecfing 
you to rho flog oro number indkoting how many iquores away #» 
flog b), or a bomb thai returns you to the fint lauare. 



The object n to hit th« bofl into the cup on each hale, using os few 
itrcbn « potable. 

• Wploytnj 

• Um the joypod lo mow the player around Iho course and 3o 
position the club for the swing. The club always pain « toward ihe ball. 
Press the fira button so begin the boefcswing, release the burton to hit 
toaboll. moobajectii locompleto the course with cnfowoointi oi 
po-ssioU. (far for the course b 36.) 



CMms 

The) object of *b gome ii lo cap tore yo ur opponent*! checkers. 

. l-2pfey« 

e Pre* the fire button to select (he piece yau wont to move. Ute the 
ioyiftd; lo mow lha piece lo the dev>od square ondlhgn pmslhoBni 
button again, 

• Sconn B :th.f^lployer to capture all the other*, checker* w^nw 



Freeway UUf 

The object of Ms gome; it to get ih* rabbit across the fnwroy without 
being hit by a car. 

• l-3picT^en;Sgon^Wv»ri,ir<reoiingcBkurly 

• Move rho joypod up or down la mow the robbrl forward or bock 
ocrosi the freeway lanws. Move mo joypod loft or right to moke the 
robbrl ltond tel lo ovoid oncoming con. 



AATARI 

2600 
32,1 



GAMES CARTRIDGE 
DOCUMENTATION 



kin 



NFL Football 

In lhii goma your feolbcll leam Irin to boot yrwropponenl'i through 
■he selection of game cloys. 

• 2ptoy» 

• Th-ero ore five offeneiw formoSoni (ip*l left, hgh! ri B hl, ipi! right. 
fcght Uft. ond punt) and five defensive forma io ra (wide left, eghl 
right, wide right, tight toft, and deep). fw a punt formation, push Ihe 
firebutton. Gam*s 1 & 3. players control playenwi* their joypods. 
ihe offense conlroli the bofl ond con pott or punt by pmiing the fire 
button. Control me poth of o post or kick by using the joypod. 
Defen le controti the Enemen. Gome 3, offense program their playi 
ond watch ("he computer run (hem out. rserther player con control the 
ploy moyemerrh, out the offeree can pa» or Lick the bofl using the 
Rre button. 

e Scoring; 7 pointi for a touchdown, 2 pointi lor o ftofety 



Fishing 

The object of Inn game b to catch the crab, without kemng heihork 

QQt th wn, 

• l-2plowr| 

• Ufcotheioyifck to move ibo f«t*r.g lir-i to cotch tbo e-abt aid 
avoid maihork. 



IHo obfocloflhb game a to oul box your opponent. 
• l-2plown 



• Ute Ihe fira button to cover up or to hit your opponent (prvn the 
button and move handle away from opponent lo cover up move 
handle toward opponent to job, pul hondh* back: to land a body 
blow, and pwh handle forward to tond a payoff punch). 
Th« baear who knock* oul or TKD'i (12 punchel vrithou t the opponent 
tondng a punch or gerfing away) the opponent a the winner. If ma 
hght goet me full ie-<on rounds, ihe player with the most pointi it the 
winner. 

e Scormfli the payoff punch earns kSe most panti; fha body blow, 
the ne*t highest, and ihe job, lh« ioo^l. Covering eons poind fbrae- 
hn&m boringj. A botwrtan earn o nTQnfiwfnolWpoinhinoBghl. 



Freeway Chicken 



'h* object of thb gomes b to ge I the chicken ocmei toe freeway 
without being fit by a cor. 

• 1—2 pJeyen. Eight game level i, incnjoiing difficulty 

• Mow the joypod up or down to move thin chicken forward or back 
across Ihe hveway lone*. Afow the joypod lerf or right lo mote me 
chicken tiond etil to avoid oncoming con. Scoring: I point for each 
lm In < hiefclB nafcM i taWy lo lh<J olSef Ooe of Ihe (nsewoy. 



Combat 

rhb gome offers 27 drferant garna variaeorn in which you try to 
outwit your opponent. 

• 2ployen. 

• Tank (I— 5): Hit your opponent as many tmes os you con. 
Tonk-ftong (6-9): 1 ho mbiiW can bounce off wale ond borne n on the 
playfieW, scorv by hirKng your opponont head-on or by bouncing 
yaurmnsile. tnviwbU lank P0-11). Yau om invbiblo to ooch other un- 
til a mbiile b fired or a hit a mode. Ths tonka become visible when 
may bump Jnlo a wall or barrio*. Irrvciblo fting p3-!4) : rombino •*» 
:'A^btoptoy(«i^riiiwimlfiorTiiielo action of Tank -Pong. S-Ptan* 

(15 -70): bi-planai fry to ihoolooth othoroutof rho iky. Jii-Fiqhior 

(21 —27): toil your obiity to outwit your opponent os o jet -fin filer pi- 
nt, for oli tank gomn, lha joypod con be moved loft, right, c for- 
wond to control the tank's movement. In bi-plone garnet, mow the 
joypcKJFroriitho Wt(ikwroit) to iho right (frat«t); to dive, mow lha 
joypod forward; to cEmb, move it bock. In jet-fighter games, move the 
joy pad forward (fojtoit) to bockword (ifcjwmi); movo it toft or right 1o 
tom. 



Skiing 



fho object of thb game b lo get the skier down lha hell quickly. wHhoul 
-siting, ony of th* obi tockja, 

• lofoyac 

• In gomes 1-5, use tie |oypod to move t*e ikker between tie Bogs. 
n gomes. 6-l0, move the |oypod to move the skier down the course) 

"iTJiOul Kilhng err. MM*, : hp spr«d incmaim ol ooch lovrJ. 



Outlaw 

Tho objocl of ihb gom* b to oubhootyouroprxinant 
e 1-2 players 

e use the joystick lo control the rrovement of your gunhghler. Push 
the fire button to shoot 

e Ifigornakrwh 

e Scoring: 1 point for each hit 



Sky Diver 



Th- object of iho gam*, b to guide the Sky Divor to the landing pad. 

• ? players. Games 1 & 3 oro Ifw ,oftio. Gornm 3 4 4, lh« ^nd.r^j 
pod mows . Game 5. ana bndtrig pod; lha fint ptoyer to fond on lha 
it scores pointi. 

• Pn»«i lha fire button to releote the Sky Oivor. Pull bock cm the 
jcypod to open me ponxhufct. Th« wind sock of Ihe) bottom ol me 
screen tolls which way the wind b blowing and the wind'i ipeed. 

e Scoringi you can score 0-10 points per jump, depenomg on when 

you open the chuto. The totor ihe chuto opam, lha heflhar tha nit 

feu lose 4 points * the Sky Diver hiti the ground wi* on unopened 
tnu*. 



Basketball 

Iho objocl of Ihb gorno a to shool the moil bonkeh. 

• l/2afoy,n, 

* f*mM lha hni button to patison the player's arms for the shoot and 
release ihe button when you're ready to thoof. Pttu Ihe fire button 
to make iho defending player jump to block ihe shot. To stool tha boll, 
pioce your ptoyer'i feel even with your opponent*! and take "ho boll 
during the dribbto. 

e Scoring: 2 pointi for each botkat. 






Bowling 



The object of tib goma b get the highest bowkrig score by knocking 
down oi many pj ra oi you con, 

• l-2pk^n[c^mes-l ( 3 ) ord5forlployer;?,4 l ondofor2 
Ptoyon) 

• Prase lha fire button to release me boi. In garnet 142, mow the 
joypod to tat up a curwbafl. In games 3 4 4. move the joypod to 
iteer the boll once it b in rhe alley. In games 546. you cannot move 
the boll once rl has been thrown. 



Human Connonboll 

Tnaobferlof aWgomaato ihool tSep*«on out of the cannon and 

• ]-3ploye/i 



* TTiebypcricontnA theconrxinong^ pouSonand theipeedof 
tt'o Human Connonboll, depending upon ma gomo. The fin button 
ihootl the- Human Cannonbofl. G^mai 1-4, Ihe wafer tower can be 
rrovvdotnrthe ConnanboH iithol. In gam** 1-3 and 5 -7, con W 
the ongU of the cannon with In* joypod. Garnet 3 & 7, the ipeed at 
the Connonbol con ba controlled by iha joy pod. GomM 4 & B ••>• 
cormon Miilon can bo controlled by th* joypod. Gcmm 5&B.Q 
moving window oppeon In from 1 ol the water tower; ihool th* 
CorinonbaS through *» window. 



3D Tic-Tac-Toe 

Ihil game N o thnM- dimension ol vnniono' Tic -Toe -To* 

• 1/7 plcrvari; fcakd gomei l--BFo'onap(oy«rondooma9foi-n-o 

fen 

• UMthojcrrpcdtonroveyourrrortPu^ 
#>• mark on o Kjuom. 

• Scoring; ma winner m th* fint player to get four lquonsi in a row. 



Reversi 

Capture oe rnony of Itve &4 iquanri m you (on. Outflank your 
opponent by capturing a tquore on both lid— of your opponent* i 
tquore. or row of lauanM. 

• l-Jplayin. Gorn*»l-3, choAong* the compulot Cwjrne4,h*o 
ptoywi ofp*pos# #otn oirier, 

• lriojoyslvkco-Ttohtnnpoiihonoftnecunwr. Pu ih ih* fin butto-t 
to !okn d iqucrn 



SwTound 

Th« object of Ml QOM ■ to out- mono* uw your opponent. 

■ I™ gonwa with lh* Era» leah^ pnw the fire button to Wdeyour 
tradrj lempojorih/. Garnet 3 & 4 ore for 1 player. Tha other gam** are 
for two player*. Garnet 3, 4, 6, 7, and 9-13, the ipeod of the trocb 
■nervate* a* they move aeon the Raid, In gomei 5- 7 ond 10—13, 
you can men* dogoraBv. '" games 7 and 17, you con hjmporortry 
hide your track far holding the fin button. In game* 9-13, you can 
move your leader bloc* off the tenser* to that if oppeari on the 
opoou'te ■d* 

• Scof^'/oug«llpoinlwh^yD U roppot*»ithiba(>olh«.paH D l 
hii or her track or your*. The fint ptoyer to tcore 10 pointi wim. 



Blackjack 

InftSbgome, pkyeni corripek again*! tfw computer dealer to gel 71. 

• l-3r*rye.n. Jtaajirei Poodle Con-ro'len 

■ Use the paddle controller to place your bet and to incbote 
whttrwn* you wont to HOyi double your bet. of tola a hit. Whan a 
quoteon mark oppeari below your total number of chip*, ploca your 
bat by turning iha controller knob to the number of chip* you vnsh tto 
bet and pruning the button. After fhet carde hove been dealt, turn the 
knob to) the action you want to toko. If you diooio till, prrrn thn 
button tor each cord you wonL Turn the knob to 5W when you don't 
wont ony tra* wndj. 

* PoWiHi number cord* - tool vatoMj J,Q,»v - 10 pointi; A - 1 or 
11 point*. 



SpaeeWar 



In* object of the gome eta hit :rour opponent »poc*»hrp with 



AATARI 

Selecting Games on 
the Atari 2600 

1. Insert the 32 in 1 games cartridge. 

2. Toggle the ON/OFF switch on tfio 
console between the ON and OFF 
positions. The 32 games will appear 
in sequential order. 

3. Press the RESfT button on th* 
console to begin playing a gam*. 



Miniaturer Golf 

Hit the boi into ih* cup in each of the 
« potable. 

- 1-3 player*. 



i hole*, ueing 01 few itrokm 



• Um the roypod to pochton ih* dub, Prvte the fin button to hit the 
boll. Tha gool n to match or beat the par (or eodi hole, 



Slrt Racers 

Th* object of Baa game ■ to maneuw<r through the coune and ihoal 
youroppon*nl. 

• ?pbym. ygonw l awii. ne>oWKuh>incn)a»withexKhktwjL 

• Mm the joypod to maneuver through the coune. Pna* ihe fir* 
button to ihoot. 



• 2pfoy-n. 

- Prea the fin button to ihoot. Gomei 1, 7, 4 ond 6 have the gcJcory 
bouodory feature); your ipocwhip will bounce off the pfoyfield '• 
boundoriet. Gamei 3, 5. ond 7, when your ikip movM off the edge 
of the boundary, it wifl go into warp drive ond nappeor on the 
oppoiite ad*. Gome* 415, you Komi to fight the tun'i gravity to 
keep your ipoceship from evpkxfing. In oornes 3—7, you con make 
your ipouBhip go in and out of hypenpoot by puKng the joypcid 
towanJ you; the ship wis become invidble, but you won't be able to 
fin rniiloe. Gomel 6 A 7, you con rvlum to your itarbcse to refuel 
and ratupefy you maul at. 



Air-Sea Battle 

Scona poirnt by hWncj moving objach wch a* ptone*, heecopten, 
thipt ond ■ubmorinas. 

• 1-2 ployao-. gomea 3, 6, 9, 13, 15, IB. 21, 34, ond 37 -1 player. 
■Se othen on for two playeri. 

• Puih the joypod forword ond bock to-chcmoethei angle of *»e gun. 
Prmi. the fin button to ihoot . In gomei 7-12, pwh th* (oypad left or 
nynl to mom tha tubmarina. In gomei 13—15, puih th* ioyitck 
forword or botfc toehoncje thoonglaol thaouit and loft orrighl to 
mow the gun eVJRM **• Mnaen. Gomel 16-77. pudh the jen/pod 
fcrworrj to control fho ipeed. 

a Scoring: oomm ond oftar ? rriauloiondl6 Ktcoridiorvihen o 
ployor tcorn 99 pointa. 



Tennis 

The object of aSe gomai a to win th* tannii molch. 

• 1-2 ptoyer. 

■ Uaa the joypod to control it* movement of the tanno playar. Preu 
lh#na» button to aVW thaboD. 

a Scorino- hfilpoml- IS, wee rid point - 30. thirdl point - 40, 
fourth pomt - gamo The fint ployer 'o win «■ goinci with- a 

two rjama k-od "rtni ha nl 



Slot Machine 

Thb gome worh He a slat mochina, Iha obfoct b to Ineupthnaiof 
the lome homi in o row, 

• 1— 3 ploveri (odd number gomeaforl ployer. avert nurikbar gomei 
for 3 J. 

■ Ptacayour bat by prouing the fin button. Pu»h the poyihcl to (he 
nrjhttolpin. 



Stampede 

The object of Iha gome n to itop *• itompede by roping the calln. 

• 1 playar: 8 levak the (peed of the itompede Incnosst ot aoch 
krW. 

■ Um ihe joypod to move the cowboy up or down. Puih the fin 
button to rope, iha conk 

e Scoring;. 35poinibfor whrtocottk, 15 poinhfar toncottla. 3 pointi 
for brown cot 4a, lOOpoinh for alahoryiry cattk 



Fishing Derby 

The object of Dn gome it to eatoh *• fi* vrithout Utting the ihork get 
(ham. 



• 



l-3pfoy^. 



• Um the joypod to move the fiihinc; fine to catch th* fbh and avoid 
Atotnork. 

e Storing. 6 pc"lf*lo'h«h t0L»flht 01 iha bohorti. 4 poirih f-jf-filh in 
the middle, and 3 pointi for Fab near m« top 

Laser Blast 

The object of the game n for your ipacaahap to doitroy Ih* enamy'i 
aVobafQf, 

• 1 plcryv, 4 UwA of dfficully. 

• Movalheioypod to control fho Ipaceihip'i movement. Push iha 
fin button on d move tho fOypod to control th* angle of the g un to 
ihoot Ihe Knbo**L If your ipocaahip ii hit, move Iha joypod to mo ka 
Iha tpocihip lond on the hnbena. 

a Seorang: 10 pointi for hitting aoth of the fatal thnso Rmbnas. an 
odcttioiiol 10 poinh for aoch level, up to 90 pointi for th* lad tine) 
fintbam 



JLntftirtY 

Ihm object ot Ihii game a to doilroy theonb and toovaadrunnmg 
Into Ihe atonea. 

• lpfovar. 

■ Um the joypod to control your movement, rnrn the fin button to 
tjaitru/ the onh. 

a Scoring: 1 point for aoch ont. 



Homerun 

Tho objocl of *a oonw a lo Jtoro th* rrotl rum, 

• l-Jplr^f^ootnoil-^fvTlptay^^flf^ 

> Move Ihe joypod in th*, dinefcn you whh to hit th* ball. To itop 
your runnnar, pmh the Bra button baton you noch iha bosa. b phch 
the boH, preu the hog button, than move your joypod forward (or iKo 
loitball, 'bock Cor Iha ilow phch. and kaft or right lor the curve. Atl.r 
■So bother htH ihe baft, ma the joypod to mowe the ouotoldemlnaW 
cSracfion you wont lor then to cotch aSe boll or make an out. 



